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(57) ABSTRACT

Tradable physical collectible objects are described. In par-
ticular, systems and methods for using the tradable physical
collectible objects facilitate generation of a digital copy that
can be used within a network game. A user can use the
digital copy and perform various modifications to the digital
copy. A value can be determined for the digital copy based
on the various modifications. At a later date, the user (e.g.,
owner) is free to give away, sell or trade the digital copy to
another party in transaction with terms based on, for
example, the determined value of the digital copy.
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